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IT'S CRUNCH TIME 

Lace up the cleats and pull down the helmet. You're about to 
get sandwiched by the most realistic assemblage of gridiron 
--,— thjs sjcje Qf the Super Bow! 

•Choose from 28 franchises in this 11 vs. 11 player 
brawlfest. 

•You're in complete control when gunning for 
the goal posts, use bootlegs, laterals, post 
patterns, and bombs to blow you over the 
adversary and into the end zone. 

•Cut check football at its nastiest when 
you're on defense. Blitz, pick off passes, and cut down the 
quarterback. 

•Use Came Link™ to take on a friend or play a competition 
crushing computer. 


BUCKLE ON YOUR BLADES 

You're about to skate into a whole new arena. The NES™ classic, 
Blades of Steel®, has just made a power play into — 
your Game Boy®. 

•Choose between eight of the nation's hottest 
teams: Chicago, Los Angeles, Vancouver, Montreal, 

New York, Edmonton, Minnesota 
and Toronto. 

•Face off on either Junior, College or Pro levels. 

•Hone your fighting, slap shooting, and goal 
tending skills in the practice mode. 

•Penalty shots and sudden death overtimes ar 
common in your quest for the cup. 

•Win a trip and tickets to a Pro-Hockey 
championship playoff game. 


PUMP UP THE HICH-TECH HI TOPS. 

Get ready for high flying, profiling pro hoops! All the rim 
rockin' action of this nes™ classic is stuffed into an intense 
5 on 5 test of Came Boy hang time. 

•Watch the cameras zoom in when you go 
airborne to dunk. 

•On offense you can pass, free throw, jump 
shoot, and drive the lane against eight 
tenacious teams, each with different 
strengths and weaknesses. 

•If you hope to hold your own on defense 

you must master rebounding, and stealing. _ 

•Play against the computer, or use the Came Link to force 
feed the ball to a friend. 

•Choose from three challenging levels of difficulty. 

•Win a trip and tickets to a _ _ . _ _ 

Pro-Basketball championship KONAfl/11 

playoff game. V 
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THE FIRST GAME THAT TAKES 
1500 YEARS TO SOLVE. 




But that may not be enough time to rescue history's priceless treasures from the grasp of the infamous 
Carmen Sandiego and her fifteen conniving cohorts. V.I.L.E. henchmen who trek through time pillaging for profit. 

As Acme's renowned Detective, you've been entrusted with the Chronoskimmer 325i. 

A potent time mechanism that transports you over fifteen centuries through 80 missions 
^ and 48 locations. Interrogate witnesses, meet secretly with informants 

■ and scan areas for valuable clues that might break the biggest cases r' 

■ all time wide open. 

■ But your detecting days are numbered 'cause you only have a 

■ limited number of hours before the Chronoskimmer loses power, 

■ hurling you back to headquarters. So use your New American Desk 
Si Encyclopedia to quickly decipher leads to please a demanding Chief 

a who despises failure. 

I Fortunately, you'll also have a Capture Robot in your 
I arsenal to hunt down history's time bandits. 

So pack your bags and report to headquarters. You're 
about to learn how to follow in the footsteps of history's 

\J%KONAM! 9 " inaL 
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WANTS TO BE CONVENTIONAL 

Dear VG&CE: 

I am interested in going to a CES 
convention, but I have never heard 
anything about when and where 

curious whether it is open to the 
public and how you get tickets or an 
invitation. 

—David Sepanski 
Farmington Hills, Michigan 


MIL 

As far as Konami doing Genesis 
games goes, we contacted a Kona¬ 
mi spokesperson who said the com¬ 
pany has received a lot of calls from 
people asking the same thing. 
Unfortunately, Konami isn’t plan¬ 
ning on doing cartridges for the 
Genesis. 


Gradius III was a perfect example of 
this atrocity. The Genesis easily out¬ 
does the competition running about 
the same speed as the incredible 
Neo-Geo (68000). The SNES runs just 
a little faster than the 8-bit NES but 
not fast enough for Sega's 16-bit. 

So to win my respect, along with 
thousands of countless others, try 
not to overdo it with system or sys¬ 
tem-game reviews. 

—Carl Rizzo, Jr. 


The CES—held in Chicago in the 

nor is it open to those under 18. You 
don't get invited, but you have to be 
a member of the " business " or with 
the press to be allowed in, and iden¬ 
tification must be shown. 


MEGA-QUESTIONS 

Dear VG&CE: 

I have been a loyal subscriber for 
almost two years. I own a Sega Gen¬ 
esis, a Macintosh and an NES. And I 
think the Genesis is one of the best 
video-game systems around. 

I have seen screen shots of some 
Mega Drive games and have noticed 
they are in Japanese. Is this true of 
all Mega Drive games? 

Could it be possible for Konami 
to team up with the Genesis and get 
some awesome arcade games ( The 
Simpsons, TMNT )? 

Your mag is the best around! 

—John T. Stenson 
Prior Lake, Minnesota 

The Mega Drive is the Japanese 
counterpart to the American Gene¬ 
sis, so most games would include 
Japanese language. Some are in 
English, because many Japanese 
gamers understand the language. 


Dear VG&CE: 





way you people salivate over the 
Super Famicom/Super NES. I feel 
you greatly exaggerate its perfor¬ 
mance. Does this world really need 
another 16-bit on the market? 

You say that the SNES can manip¬ 
ulate sounds unheard of on other 


when you say that it only has eight 
channels of stereo sound with voice 
sampling? The Genesis easily over¬ 
powers that with a whomping ten- 


sampling. You say the SNES can 
produce CD-quality sound. In my 
personal opinion, I feel the Genesis 
lives up to that standard easily. Why 
did you greatly overrate this system 
(along with others)? After all, what is 
the sense of having all those big 
graphics when you don't have the 
megahertz to move them faster? 


Dear VG&CE: 

Let me preface this first by saying 
that I really do enjoy your magazine. 

I think that it is finely produced and 
very entertaining. My only com¬ 
plaint is that you are always trashing 
Nintendo. You also seem to think 
that the Genesis is somehow the 
best gaming machine. I totally 
disagree. I bought the Genesis 
and ten games and was not very 
impressed. Sure they look and 
sound great, but I’m not a very 
fickle gamer and look for a little 
more than a visceral game. The 
games are boring and extremely 
easy. I know that I'm a good player, 
but I'm not that good! I also couldn't 
believe that you praised the Genesis 
controller. The buttons are lousy and 
[Sega] only includes one—and with 
a two-player game! The people at 
Sega must be idiots. 

Another complaint has been the 
Super NES. I wrote the Game Doctor 
a while back and said that the Super 
Famicom would destroy the Genesis 
and TG-16. Of course, the good Doc 
didn't believe me. It appears that my 
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That crazy, 
one-eyed cave¬ 
man, Trog, is 
hungry...and 
dinos Spike and 
Bloop know what that means: 
RUN FOR YOUR LIVES! 

Change the course of 
evolution: don’t , 
become Trog’s 
Stone Age 
Feast! Instead, 
race through 50 
fun-filled islands, g 
witnessing the 
greatest inven¬ 
tions of all time: 
fire, the wheel, 
the pogo stick (the pogo 
stick?)—all invented by Trog 
to catch his 
dinner-you! 

Save the 
Dinos...or 
you’re extinct! 
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THE COIN-OP GAME 
OF THE YEAR IS NOW THE 
MOST ACTION-PACKED 
NES GAME OF ALL TIME! 


Congratulations! You’re the next lucky contestant on 
the game show with the ultimate in prizes...YOUR LIFE! 
Sorry, no mindless blondes spinning wheels here. Just 
deadly action, flying shrapnel, and total carnage-all in 
front of a live studio audience! Instead of picking vowels, 
you pick 6 futuristic weapons like triple photon lasers and 


“EAT MY SHRAPNEL!” IN 


OVER 45 ENEMY-FILLED 



lethal plasma grenades. And the 2 controller action gives 
you 360° arcade firepower. 

Sure, you can win toasters and microwaves...after you 
defeat hordes of cyborg mutants, power orbs and the 30-ton 
Mutoid Man! Any wonder this show’s #1 in the ratings? 


DON'T LOSE Y 
JI^ULMAN. 






VideoGames & Computer Entertainment’ 


DRE IN 
TELEQUEST 
ADVENTURE 
AND WIN 


•HOT GAME Tlfe 
•LEAVE VOICE MESSAGES 
•ENTER YOUR VIDEO VOTE 






AMERICA 


B “The best and most innovative 
racing game on the N.E.S. ever! 
Excellent two player interaction.’ 

Thor Aackerlund, Nintendo World Champion 

MicroMachines™- The Official 
Video Game, is the most competitive if 
racing game yet produced. Amazing 
playability, with one or two players, 27 different 
circuits - race under bridges, through oil patches, 
power slide around comers and more! 

Choose your vehicle - feel the power - feel the 
traction. Race performance sports cars, Formula 
One, Power Boats, Combat Tanks, Helicopters, , 

Highway Warriors, 4 x 4’s, Monster Tracks and \ . 
Turbo Wheels.™ 

Look for MicroMachines™ at your video or game store. 


• HARD TO PUT DOWS 


L (708) 498*4525 


f ™- An adventure for the whole family. 

™- A prehistoric hunting and adventure game. 

CIRCLE #106 ON READER SERVICE CARD. 





Welcome to DecapAttack,” the new Roast, Biojaw and Snojoe. In a jam, he can always use his other 

gameforSega”Genesis”starringChuckD. Chuck can lose a ghoul by leaping head. The one in his chest that lunges out 
Head, who demolishes his enemies with across a collapsing log bridge. Hop aboard to chomp anything in its path, instantly 
just a toss of his head. a roving eye to escape vicious werewolves, turning attacking totem poles into piles of 

Chuck is trying to reunite the seven Bounce over homed beasts with a flagpole, toothpicks, 
parts of Eyeland that were blown apart by And gain extra propulsion by punching a Everyone knows that two heads are 
the mad and ruthless Dr. Frank N. Stein, skull head better than one But in this game, yoifve 

But first, he and his head will have to come SHIM, got three heads—counting your own, of 

fece to face with some of the doctor’s most fT SfcJ I course. Thafs enough to give the demented 

fiendish creations—creatures like Chuck * Doctor more than a few headaches himself. 

Leading the 16-bit revolution!" 


To win at this game,you' 






















I received the NES games Puzznic 
and Cravnic as a gift. Taito America 
Corp. put out the games, but when I sent 
for the tips (which it said it would pro¬ 
vide), I was informed it no longer 
existed. 

There are two levels I am stuck on. In 
Puzznic, Level 12-6 with a password 
Z5JC, and in Gravnic, Level 8-2 using 
the password WRZ5. Any help would 
be appreciated. 

—Terry Calabrese 
Bronxville, New York 

I am a thirty-year-old woman hooked 
on the NES. I have recently been 
exposed to a game called Puzznic, and I 
think it's super! One problem though. 
I'm stuck in Level 1 2-6. Can anybody 
help me out? A solution or code to 12-7 
would be greatly appreciated. 

— Cynthia Foss 
Chino, California 

Level 12-6 for Puzznic requires quick 
reflexes. First, move the bottom left gray 
block one space to the left. Then take 
:out the two green blocks on the right. 
Now comes the tricky part: You must 
move the top gray block onto the mov- 
I:; ing platform on its way up. Make sure 
‘ it doesn't cancel out the other one in 
that row. 

As it reaches the top, you must move 
the blue block over to the right so that it 
jgjgj will cancel out the other two. You 
J32 should now be left with the three gray 
,. jlfe blocks. 

fprm Starting with the gray block on the 
>81 left Ithe one that's not on the platform), 
, move both one space to the right. Now 
Stm let the block on the platform fall 
; ,L' between the two. If you have any prob- 
,|Ssj lems doing this, the code for Level 12-7 
■ isZFC7. 

Finally, to solve Level 8-2 in Gravnic, 
|H press D, L, U, R, D, R, U, L, D. 


I have the game The Immortal, 
and I can't get by the worm room. I 
recently bought the August 1991 
edition of VideoGames & Computer 
Entertainment magazine, because 
it had the codes for Levels 2-7 of 
The Immortal in it (page 34). 

The code for Level 6, "650V61- 
0005YO," was wrong. There must 
be a letter or number missing 
because it didn't work, and the 
code for Level 4 had too many Ts 
in it. Level 5 is the only place I'm 
having trouble with so far. The 
worm room is very hard. That's 
why I wanted the code for Level 6. 
It's boring trying to get through Lev¬ 
els 3-5. 

— Scorey 
Rochester, New York 

Sorry about the typos, Scorey, 
but I don't really know what hap¬ 
pened. Try these new codes 
instead: For Level 4, enter 
XS9V131001X6, and for Level 6, 
try 6590Y63000SY0. That should 
help you out. i 
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PRINCE OF PERSIA”will 
plunge you into an exotic 
world of challenging 
puzzles and non-stop actio 
featuring the most fluid am 


Game Boy®! 

You may be swift and 
cunning enough to 

palace guards and 
dodge trap doors... 
but how will you 

wicked sorcery 
of Jaffar? 


► “An unmitigated delight. 


► “A tremendous achievement. 

COMPUTER GAMING WORLD 













TurboGrafx-16 introduces the three most 
realistic games you can play outside of the pro 
leagues. 

With TV Sports Hockey, the ferocious power 
of the puck is in your hands. Slam home a slap 
shot, or gat into a brawl. 

On the TV Sports Basketball court, shoot a 
3-pointer with one second left on the clock, or 
call offensive or defensive plays. 

With TV Sports Football, you'll lead a team's 
brutal defense and punishing offense. Your 




BASKETBALL 


audibles, quarterback options, and shotgun for¬ 
mations will win or lose this one! 

They're the only sports games five of your 
best pals (or worst enemies) can play at once. 

Try-outs are this fall, so get your thumb 
ready to scrimmage! 

Look for upcoming sports games from 
TurboGrafx-lB: Davis Cup Tennis, Andre Panza 
Kick Boxing, TV Sports Baseball and Champions 
Forever Boxing. 








































No Other Adventure 
Even Comes Close. 


from 
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Of course, it has uses for 
serious musicians, as well. 
It's a MIDI controller and 
sequence recorder, with 20 
preset harmonies for three 
voices and 60 scale modes. 
It bridges with most gra¬ 
phic and music programs 
and works with MIDI or in¬ 
ternal voices. 

Pixound retails for $79 
Cilantro Computing 

2277 W. Highway 36, 

Suite 224 

St. Paul, MN 55113 
(612) 636-5777 


to CDTV and 
Other Formats 
The Lemmings are on 
the move. Psygnosis' hit 
Amiga, Amstrad, Atari ST 
and IBM PC game is march¬ 
ing to the CDTV format. It's 
also scheduled for release 
on the Macintosh and has 
been licensed for most 
video-game systems. In¬ 
side sources also tell us 
that a coin-op is currently 
under construction. 



The untiring marchers 
are raking in awards all 

cently Lemmings was 
tagged as the "Computer 
Game of the Year" in the 
European Computer Lei¬ 
sure Awards ceremony that 
took place at the Hippo¬ 
drome in London. 

UBI Soft Enters Star 
Wars Agreement 
UBI Soft made an 
agreement with Lucasfilm 
Games that gave the French 
manufacturer worldwide 
development and market¬ 
ing rights for a Star Wars 
game for play on the Nin¬ 
tendo Game Boy. Game 
play in the new game will 
follow the film's plot. Chris¬ 


tine Quemard, general 
manager of UBI Soft, ex¬ 
pressed enthusiasm for the 
project, "Star Wars is the 
perfect theme. From fight- 

Mos Eisley cantina to pilot¬ 
ing the Millennium Falcon 
to attacking the Death Star, 
the movie is like one big 
video game." 

The game will be avail¬ 
able early in 1992. May the 
Force be with the program¬ 
mers and designers. 

In other UBI Soft news, 
the company announced 
shipment of three titles for 
winter 1991-92. Battle Isle 
(Amiga, IBM PC) is a strat¬ 
egy war game with land, 
sea and air forces. In addi¬ 
tion to 32 levels, the game 

rope and Iraq. Light Quest 
(Amiga, IBM PC) combines 
adventure and arcade ac¬ 
tion, as players choose 
their character for the mul¬ 
tidirectional scrolling quest. 
Starush (IBM PC) requires 
the gamer to restore bal¬ 
ance to the constellations. 
It features oversized graph¬ 
ics through 13 levels, ten 
intermediary screens and 
eight parallax levels, for 
one or two players. 

Sharp Games 
Added to Wizard 

Sharp introduced a new 
line of game software cards 
for the Wizard. That's 


tumbling hats that must be 
stacked. Organizer Chess 
provides six levels of diffi¬ 
culty and stores up t 
games, as players compete 
against each other or the 
Wizard. 

The Wizard features a 
full typewriter keyboard 
and either 64K or 128K 
RAM memories. The ten- 
ounce units hold built-in 
functions such as outline 
processor, business cards, 
calendar, telephone, sched¬ 
ule, memos, calculator and 
a world clock. Information 
can be transferred from a 
Wizard to the IBM PC and 
compatibles, and the units 


SSI's Scratch-Off Will 
Send Two to the 

Strategic Simulations, Inc. 
(SSI), Scratch-Card Contest 
is a baseball-lover's dream; 
a trip for two to the 1992 
World Series. Scratch-off 
cards enclosed in the first 
50,000 units of Tony La- 
Russa's Ultimate Baseball 
will give prizes to over 2,500 
purchasers. The company 
estimates that one out 
every seven buyers will wi 
Prizes include Wilson 
fielder gloves, autographed 
baseballs. Buckshot profes¬ 
sional hand 



Box Jockey features a 
warehouse worker who 
must make his way through 
130 different mazes without 
hitting a dead end. Tetris is 


Tony LaRussa's Ultimate 
Baseball is available fc 
IBM PC and Commodore 
64/128 computers 1 
$49.95. It combines si 



tistical modeling with ac¬ 
tion game play and is cur¬ 
rently available in most 
software stores. It also can 
be ordered direct from 
Electronic Arts by calling 
(800) 245-4525. 


Companies Court 


Quality software for 
young learners will be plen¬ 
tiful this holiday season. 
Several software publishers 


grams for young computer- 


Microlllusions' Discovery 
2.0 (Amiga, $69.95) updates 
and improves the original 
hit program. Kids explore 
five spaceships while they 
study spelling and math. Ex¬ 
pansion disks cover geogra¬ 
phy, history, language, sci¬ 
ence, social studies and 
trivia, and the lessons are 
tailored for a wide range of 
ages, from kindergarten 
through high school. 

New Math Blaster Plus 
(Davidson/IBM PC, Macin¬ 
tosh, $59.95) introduces a 
new problem-solving game, 
plus better sound, anima¬ 
tion and graphics and cov¬ 
ers addition, subtraction, 
multiplication, division, 
fractions, decimals and per¬ 
centages in six levels of dif¬ 
ficulty for elementary 
school kids ages 6 to 12. 

Britannica Software's 
Berenstain Bears are the 
on-screen helpers in The 
Berenstain Bears Learn 
About Letters and The 
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The Nuke Kid on 


Get bombarded by three blockbuster 
games in one! 

First, blast into action as Atomic Punk, 
crusader for the invaded world of Atomica. 
Buy and sell your weapons $ 
to build up an arsenal 
that's powerful enough 
to blow the raiding 
aliens right off the map! 

Next, dive deep into the J 
planet as Bomberman! 




Atomic Punk's dad is reactivated to root out 1 
enemies from the core of Atomica. Gather 
power-ups, bombs and more to make him an 
unstoppable force! 

Finally, challenge your friends to an Atomic P' 


A$M. 














"And it um’t Toto, either, you fool,” I snarled at 
the science officer. But I had this sinking feel¬ 
ing. We'd just completed planetary mining 
operations. 

Time to re- 

and trade for weapons and some equipment 
(hmmm, maybe better shields?). I was half 


musing about 
the mission to 
save the uni¬ 
verse. Half 
thinking about 
Dartene-fi, a Denebian clone I’d 



We’d been out for days, exploring 270 star sys- 
ems and 800 planets. Having hit everything from 







jungles to deserts, oceans to icescapes. And wea¬ 
ther that went from awful to worse. We’d met 
seven of the galaxy’s sentient species but these 
guys were different. They had to be one of the 
other two. Of course. I’d never finish the mission 
unless I parleyed. But I had only seconds to decide. 
Besides, I’ve always had an itchy trigger finger. 

Vidit your retailer or call 1-800-245-4525anytime. 





































IREM AMERICA CORP 






















Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead. 
It's everything Bane was...and more. 

256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 

SIR-TECH 

Ogdensburg Business Center, Suit 2E Ogdensburg, New York 13669 
To order or for a dealer nearest you call 

1 - 800 - 447-1230 


A Fantasy Role-Playing Simulation by D.W. Bradley • 

CRUSADERS 

of the 

DARK SAVANT 

















lake heads and i 
He. It's crucial tho 
attain battle axes 
against this uni 
So grab; 
Mystic Whir 


A KONAMI 






















must be saved up in order to purchase the 
power-up desired. 


There really isn't anything drastically 
different in Shatterhand, but that doesn't 
make it a bad game. The action proceeds 



some thought. 


The graphics are adequate for both 
backgrounds and critters, and each stage 
varies enough from.the other to keep 
things from getting boring right away. 
Flickering or graphic slowdown weren't 
frequent enough to be a problem. 

As far as being challenging, you won't 
likely zip through this one in an afternoon. 

coins and puts you back at the beginning 
of an area. 



of the previous bosses again in the last 
level, which is the case here. This makes 
things just a teensy bit more difficult. 
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TOLKIEN’S EPIC MIDDLE-EARTH 
TRILOGY CONTINUES! 




The legendary tale lives on, as 
The Two Towers™ picks up where the 
critically acclaimed The Lord of the Rings, 

Vol. I™ left off. The wicked Lord Sauron 
persists in his quest to capture the one true 
ring of power. But now the Evil Wizard 
Saruman, with his insatiable lust for power, 
is after it as well. 

You, the player, control a party of 
benevolent characters in this captivating, 
role-playing adventure as they battle ores, 
trolls, wargs, ghosts, and olipbaunts. 

You’ll travel through the dark and 
mysterious Forest of Fangom, over 
treacherous mountain passes, past the 
great fortress cave complex, through the 
ghastly marsh of the eternal spirits and, 
ultimately, come face to face with the 
mysterious two towers. 

All the color and imagery of 
Middle-earth comes to life with state- 
of-the-art, 256 color VGA graphics, a 
new and enhanced interface, full 
musical score, digitized speech, and 
colorful animations. MS-DOS Screens Pictured. 




The Two Towers™ is a stunning 
sequel that will involve you deeply in the 
Tolkien experience. 

■ Stands alone as a game or plays 

■ Automapping 

■ Full screen, 256 color VGA graphics 

■ Complete musical score and digitized 
speech and sound effects for all major 
sound hoards 

■ Enhanced, easy to use, point-and'click 


■ Thousands of Screens of Middle-earth 
To order The Two Towers™, call 
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Real Pilots Don't Just Play F-15 
Strike Eagle, They Help Design It 


F '15 


Meet “Major Wild Bill" Stealey: 

“Life for a fighter pilot is that gut-wrenching adrenalin 
rush you get when going supersonic with heat-seeking 
missiles hot on your tail, pulling into a hard turn while 
warning displays light up the cockpit — and as an Air Force 
Academy grad with over 4,000 hours of military flight, I 
ought to know! Real pilots know that feeling, and real pilots 
also know that F-15 Strike Eagle is the only NES™ game to 
deliver the authentic dogfighting experience, because F-15 
is designed by real pilots, and real military simulation 
experts. Find out for yourself. Play F-15 Strike Eagle and 
see what real dogfighting is all about." 


• Thrilling real-life missions in the Persian Gulf! 

• Destroy chemical weapons plants 

• Blast entrenched forces with high-tech weaponry 
■ Shoot down enemy fighters 

• Dodge incoming enemy missiles 

• Authentic Combat Flight Maneuvers & Tactics! 

• Real loops, rolls and high-speed turns 

• Dogfight in a full 3-D world that lets you go where 
you want 

• Outsmart enemy pilots trying to shoot you down 



(Nintendo) 

em-BRTmnmenT 



CIRCLE #123 ON READER SERVICE CARD. 
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Free Games AvaUablef 
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Free Games Available! 

TRA Z E S 
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e!" My good- 
sss, it's get- 


ting crowded 
here at the Computer 
Country Club. In the past 
year (see "Computer 
Country Club," June 1990, 
VideoGames & Computer 
Entertainment, for a de¬ 
tailed look at earlier elec¬ 
tronic links competitions), 
golfing simulations have 
been one of the major 
growth areas in entertain¬ 
ment software. These 
days, you can't swing a 
simulated putter without 
giving a fellow duffer a 
concussion. 

In the computei 
arena, last year's most * 
popular entry, Ned Martin and 
Sculptured Softwai 
Nicklaus' Greatest 18 Holes of 
Major Championship Golf (Ac¬ 
colade) is now supported by 
several course disks, including; 
The Major Courses of 1989, 
The International Course Disk, 
The Major Championship 




Courses of 1990 and 1991 
and The Great Courses of 
the U.S. Open. These disks 
offer a broad spectrum of 
courses, some of which in¬ 
clude Kemper Lakes, Shoal 
Creek and Baltusrol, just to 
name a few. 

Additionally, Accolade 
and the creators of Jack 
Nicklaus' Greatest 18 
Holes brought us a new 
game: Jack Nicklaus' Un¬ 
limited Golf & Course De¬ 
sign. A dream con¬ 
struction kit for 
computer duffers. 
Unlimited Golf & 
Course Design is 
certainly the most 
elaborate, yet 
I user-friendly, roll- 
your-own golf course 
program ever produced. 
Gamers begin the de- 
by first 
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fessional golf and pro rectly at (800) 800-4SGA. 
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THE ULTIMATE QUEST 
FOR FANTASY PRIZES 

PLAY AT HOME TO WIN! 

cooter's dream starts where most games finish. After battling 
sharks, conquering space, surviving miniaturization, and getting lost in 
fantasy forest, our hero Scooter finds the treasure.. .but gets to keep it! 

It's up to you to guide him there to keep your share when the Treasure 
Master™ vault opens with the Secret Password on April 11,1992 12 PM EST. 
You and Scooter will have to be in top training to get there first because it 
won't be easy. 

But all your practice and training won't be wasted because mastering the 
5 tough treasure worlds will prepare you for the ultimate quest for fantasy 
prizes right at home! 



AS THE TREASURE 
MASTER YOU WILL: 


■ Navigate treacherous depths in 
your personal submarine 

■ Explore exotic foreign planets 

■ Engage hostile aliens in arcade- 
style combat 

■ Master all the wacky tools as you 
search for real treasure 

■ Interact with a variety of 
mysterious creatures 

■ Find the treasure within 12 hours 
of learning the Secret Password 



(Nintendo} 

EriTERTRinmenT 

SVSTEm® 








;25o,ooo 


IN FANTASY 
PRIZES* 













fairways, m 
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kVG&CE’s third-annual _ 

w horror-oriented electronic entertainments. Playing 
host on such a gory tour is a grave responsibility, but any¬ 
thing is preferable to seeing our dear readers buried under a 


; on the fireplace, fear fa 
ine-tingling software, 


ovie Monsters 



:ly on tli 

player-character in a side-scrolling universe 
bristling with terminators, booby traps and power-ups, 
Bethesda opted for a more realistic, first-person presentation. 
Kyle moves about a computer simulation of Los Angeles 
complete with cars, stores and dance clubs. 

The player also has the fascinating option of playing the 
game as the terminator, with its objective being the elimina¬ 
tion of both Kyle and Sarah. 

Gamers who prefer the more traditional, side-scrolling ap¬ 
proach to licensed video games, however, will want to check 
for the Sega Genesis. 

And while we’re on the subject of Arnold Schwarzeneg¬ 
ger’s famous cinematic creation, perhaps the most eagerly an- 

Bally/Williams’ coin-op version of Terminator 2: Judgement 
Day. The game was produced in close cooperation with the 
filmmakers, who supplied the arcade giant with advance ac¬ 
cess to everything from scripts to actual footage. For the first 
Disney Studios gave us Tron while Bally simulta- 
moviemakers 
get maximum 

he film’s incredibly expensive budget ( Termina- 
r 2 is reported to have cost well over $100 
illion to produce). 

Today’s movie special effects carry increasingly 
astronomical price tags, so it’s only natural 

by steering their property into as many vi- 
possible. Cable, video, 
books and T-shirts have all proven to be 
for licensed movie characters, 
technological capabilities 
the marriage of 
and electronic games perhaps the best 
all. Digitized sound and graphics, along 
_ CD-ROM and CD-I technol¬ 
ogy, will allow state-of-the-art video, computer and 
duplicate entire scenes from fa- 
idding the benefits of interactivity. 


eature Film 
IM ightmares 

Other film fiends who are making the flight 
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g, holograms and advanced computer 
s perfect, masklike replicas of anyone, 
covering his ruined face, he mas- 


le chameleon 
pect of Darkman's st 
works perfectly in i 
side-scrolling adaptat 
from Ocean for 




:e wings; articulate gremlins; and 
is gremlin-spider! Is little Gizmo up to the 
he has been watching a lot of Sly Stallone 


publishing NES and Game 

as Family.” Based on the Charles Addams 
which appeared in The Saturday Evening Post for 
d the TV show from the ’60s, the game brings back 
embers of that “mysterious and spooky” family, in¬ 
cluding Gomez, Morticia, Pugsle 
Uncle Fester and Lurch—the fa' ’ ' 
butler. Addams Family fa 
' ;o look forward to 

at game I 




All Prey 


orticia Pugsley 
nily fcan 


_ Konami imprimatur. 



Mike Harrigan, th 

the film. It’s been ten years since a group or merce- 
encountered a big-game-hunting alien in the 
jungles of Central America. Now another member of 
that race is back on Earth, in Los Angeles of all 
id anyone with a weapon—cops, drug lords 
and even self-defense-minded citizens—is fair game. 

As in the original, the Predator is well armed, 
equipped with a laser-guided rifle, body armor and 
total camouflage capability that allows it to instantly 
" ippear into the surround- 


st known for the Books 
ries and the Hellraist 

story of Median, a 
n city long hidden from 


ing ei 




4IH‘ 


ic heritage and, in fact, passed for human until the onset of 
aturity. Then his developing powers and some strange cir- 
imstances revealed his nonhuman nature. Boone’s arcade- 
fle journey into the depths of Median comprises the main 


®r 


ft-nd Along 
Came A Spider 


Iremlins in 
Your Game Boy! 


tions is Disney Software’s Arc 
contest is, of course, based o 


the hit i 
led by k 


Gremlins. That’s 1 
signed by Atari f 
was barely in ref 


from house to house, using a variety of hij 
stylish Joe Dante film, nid devices to exterminate the spiders anc 
their nests. Combining a top-down and m 
spective, Arachnophobia is not only extr< 
is actually scary. When the player-charact 
~ " spider, for example 


is long-forgotten classic 
•r its ill-fated 7800 system, and the game 
ase before the “Age of Atari” ended. The 
to Broderbund’s innovative and delightful 
-performance classic in which gamers had 
: operating while under siege from weird 


well skip a beat. 
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does a marvelous job of both capturing 

Cm " 1 " 


kidnapped 

’rincess. 

Fans of big 


» NES 


8 . 


'equelmania 

their ugly heads this year. And the ugliest heads of all may 
well belong to a 60-foot tall, three-headed, dogfaced demon 
named Cerberus, the primary antagonist in Horror Soft’s 
Elvira II: The Jaws of Cerberus, which will be published in 
this country by Accolade. The follow-up to last year’s Elvira, 
Mistress of the Dark, this dark fantasy adventure begins at the 
front gates of Black Widow Productions, movie studio and 
home to everyone’s favorite slinky, sexy, spook-show host¬ 
ess. But what’s this? The studio is abandoned. No director, no 
crew—no Elvira! Suddenly, the black-garbed beauty appears 
as a ghostly image and informs the player that she has been 
captured by an evil entity and is being held prisoner in one 
of the studio’s three sound stages. But before she can spell 
out her location, Elvira’s image disappears and is replaced by 
a book of magical incantations and a trio of doorways lead¬ 
ing to the three sound stages. One is the set for a Victorian 
labyrinth housing a huge spider web 
ie third is a massive, fog-laden cemetery. 


from Toho Co., 
a simple side-scrolling contest like 
> offers gamers a much higher strat- 
ig a pop-up command menu and 
to the animated battle sequences. 
2 ol the commander of the allied 
troops and weapons on the map, 
ick. Good news: some of the mon- 


Finally, would any sect 
not. Castlevania II— Belmont's Revenge is on its way to the 

their surrogates through a series of creepy castles, including 
the Plant Castle, Crystal Castle, Rock Castle, Cloud Castle, se¬ 
cret bonus rooms and even a secret castle. Meanwhile, the se¬ 
ries breaks new ground with Castlevania IV for the Super NES. 
This time out, the player-character is equipped with one heck 
of a whip to help him whip through the 11 spooky stages. The 
graphics reflect the enhanced capabilities of the 16-bit Nin- 
does the stereo sound and double-scrolling. 


n this n< 


vrinkle < 


(spiders again!) and l 
This PC adventure 
color VGA graphics 5 


family, Dracula himself is 
Castlevania II for the Gan 
vania IV is scheduled for t 


a refined version of the 


iterface 


Super Ghouls and Ghosts, from Capcom, for the Super NES. 
Based on the extremely popular coin-op, Ghouls and Ghosts, 
this souped-up sequel offers graphics and animation that are 
actually superior to the Genesis version. Once again, the set¬ 
ting is medieval with the player cast as Sir Arthur, battling the 
horrible hoards of “the Prince of Darkness” in a side-scrolling 




w and Horrible 

nclude a pair of terrifying titles from 
rblishers not licensed by Nintendo. 



-country race against an 
/ of gremlins. The grue- 
e gremlins, meanwhile, 
equipped with their 


them. Chiller, developed by 
Christopher Erhardt and 
Uncle Otto’s for Exidy’s 

player simultaneous action 
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Now, Bill & Ted have two excellent 
adventures •••for NES fnid Ocmto Boy* 
MOST TRIUMPHANT! 



Bill & Ted’s Excellent Video Game Adventure” for your NES lets you power 
up to six different worlds searching for historical dudes lost in time. Most 
Heinous! Better send them back quickly or you’ll miss the Wyld Stallyns 
concert...starring Bill and Ted. 

Bill & Ted's Excellent Game Boy* Adventure” sends our two most excellent 
compatriots, Bill and Ted, on a “Bogus 
Journey” against evil versions of 
themselves and the Grim Reaper as 
you race against the clock to collect 
stolen time fragments. Stellar! 
Tough choice, dude. But you 








'ampirism is worth playing 

>f spooks and superheroes, 
is Arts will be offering Defenders of Dynatron City 
fall for the NES. In this intriguing entry, a team of 
:r-powered good guys including Toolbox, Buzz- 
Girl, Monkey Kid, Jet Headstrong, Ms. Megawatt 
Radium Dog are pitted against Dr. Mayhem, 

drone soldiers and 



id Amiga. Grant, 

ploys a new development system called “Pure Fiction,” which 
allows the user to play any of the game’s 50-plus artificially 
intelligent characters. 

And who exactly is Demoniak ? According to the notes on 
the back of the box: “Demoniak is Evil Incarnate. Demoniak 
is claws that rip at innocent eyes—fangs that tear at the 
throats of angels; Demoniak is the curse that shrieks down 
the centuries—the scream that cries ‘Blood’ and blots out the 
sun....” Boy, don’t you just love that kind of talk? In other 
words, he/she/it is nobody’s sweetheart, not to mention 
being involved in the systematic destruction of entire planets. 
So, Doctor Cortex a 


iper-beings, 

pupumi w ho then do battle with a vari¬ 
ety of sir 

original horror titles include a : 
of Will Harvey’s The Immortal from Electronic Ar 
he player, as the wizard Mordamir, must seek out and 
locate his lost mentor through a horrific landscape of traps 
' o Maramon, from Mindcraft, is an Amiga 

the player must save the island town of 
Maramon from the horrible creatures who infest it at night. 
Then there’s Zombie Nation , an NES shooter from Meldac, 
notable mosdy for its super sound effects and spooky but 
colorful graphics. 


m 


ankind), the “voh 


’s Joh 


eadly h 


n inferr 


>1 of 


onsters in Your 
Video Game 

x>x’s “Monster in My Pocket” toys are the basis for 

ous monsters got together for a jamboree and were 
shrunk down to pocket-size as the result of a vol¬ 
ition. Now a pint-sized vampire and a mini-monster 
>n an action-oriented adventure through six game 

lath of the volcano. Players can use a variety of ob- 
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Roger "The Rocket" Clemens, the best 
pitcher in baseball, brings home the greatest 
NES" baseball game ever. 

The view is as good as it gets, with true 
over-the-shoulder perspective, close-ups of 
the close plays and even pitching tips from 
The Rocket himself! 

' If you're looking for NES" baseball the way 
it was meant to be played, get Roger Clemens' 
MVP Baseball" and feel the heat. 













KILL A HAPPY FACE 
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berscape. Finding the blinking exit d 

be introduced to an increasingly difficult bastion 
‘ is the type of puzzling adv< 




TEA FOR TWO, FACEBALL FOR TEN 


i. inis gives tne experienced player the 

P The real fun Tn FaceBall 2000, however, comes from the 
Arena, the basis of the original MidiMaze’ s attraction: a variety of 

player. Using the Four-Player Adapter (packaged with Ninten¬ 
do’s F-l Race cartridge), up to four players can go head-to-head 
in a maze that can be selected from a bunch of preprogrammed 
labyrinths at the start. These maze layouts can be as simple as an 
open room or incredibly complex with lots of nooks and cran- 

addictive. 

Indeed, VG&CE’s editors had a hard time getting anything 
pure adrenaline rush when you hit the SELECT button (which 


age “social” playing, FaceBall 2000 is 
fact, when FaceBall 2000 was first shown 
uary 1991, Bullet-Proof was showing o 


lap) and find that 
t been hit for a whil 


es three hits to kill a play- 


o pack in each FaceBall 2000 box. This 
cable allowed up to ten players to compete simultaneously with 

programming group that completed FaceBall 2000 to be among 
the best Game Boy programmers. Certainly, playing the game 

ing me—doubted that this could be done on the Game Boy. 
There’s so much going on that there is little calculating time.” 
For the record, Bullet-Proof hasn’t squelched the chances 

friends,’ I’ll do it,” Rogers noted. 

Rogers made a point that the Game Boy version is simply the 
beginning of a series. It’s encouraging that he started to talk 
about Face Ball 4000, an SNES version of FaceBall 2000. The mul¬ 
tiplayer capabilities will be as prevalent, though some details still 
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W elcome, friends, to the world of 
portable video games! Starting 
this month, we're changing the 
way we cover the portable systems. 

With the recent growth in this segment of 
the industry, we're seeing more and 
portable titles that compare very favorably 
to their cousins on the full-sized game sys¬ 
tems, and there's no reason why they^^ 
shouldn't get the same kind of coverage. 

elude number ratings, the suggested retail 
price and the manufacturer's address, just 
like the reviews in our Video-Game 
Reviews column. We're also committed to 
bringing you better information about a 
larger number of games per month with¬ 
out sacrificing the candid opinions and 
insightful commentary that you've come 
to expect from the pages of VideoGames & 
Computer Entertainment. Hope your batter¬ 
ies are charged up, 'cause here we go. 

Checkered Flag 



you're a male or female driver! The latter 
choice has no effect on your performance, 
but will change the gender of the person 
who walks out in a swimsuit at the end of 
the race to give you a trophy and a kiss. 

The car handles smoothly enough to 
keep the frustration level down low, and 
the graphic treats and digitized sounds 
combine with the aforementioned options 
to make Checkered Flag a winner. 

Atari Corporation 
1196 Borregas Ave. 

Sunnyvale, CA 94088-3427 
(408) 745-2000 


MegaMan in 
Dr. Wily's Revenge 

CAPC0M 




Every game system should have at least 
one decent auto-racing game, and the 
Lynx is no longer an exception. Checkered 
Flag is not a true first-person driving game 
like Super Monaco GP or Hard Drivin', 
where the road is seen through your wind¬ 
shield and your car's exterior doesn't 
appear on the screen. It's more along the 
lines of Rad Racer or the classic Enduro. 

The Lynx's hardware-scaling capabilities 
make this one of the best-looking racing 
games yet. Roadside objects and traffic 
appear on the horizon and grow smoothly, 
and when they pass, you can see them 
shrink into the distance in the rear-view 
mirrors that are positioned on both sides 
of your display. I got a big kick out of the 
billboards—they advertise every imagin¬ 
able Atari product, from future Lynx 
releases to the ST home computer line and 
even the "palmtop" Portfolio computer. 

But the best thing about Checkered 
Flag is the number of available options. 


courses to race on at different locations 
across the country, set the number of laps, 
choose manual or automatic transmission, 
change the color of your car, set the num¬ 
ber of other competing cars on the track 
(from zero to nine, up to six players can 
"Lynx up") and even identify whether 



It's always a pleasure when old friends 
from the NES show their faces on the 
other side of the Game Boy's magic win¬ 
dow, and MegaMan is one of the oldest 
and friendliest. I always felt that if his first 
NES adventure hadn't been cloaked in the 
ugliest box art of all time, he'd be a lot 
more popular than he already is. 

For the uninitiated, MegaMan is a 
humanoid robot created by a benevolent 
scientist named Dr. Light. In his latest 
adventure, MegaMan has to fight through 
four robot mazes, a factory complex with 
four more robots inside and the ultimate 
challenge at the "Space Node," lair of the 
evil Dr. Wily. Every time our hero defeats 
one of Dr. Wily's robot masters, he acquires 
the ability to use that character's weapon in 
addition to his own plasma cannon. 

MegaMan fans are sure to recognize 
villains like "Cutman" and "Elecman" 
from the first MegaMan game—and their 
musical themes sound better than ever on 
the Game Boy in full stereo. 

There's not much here that's really new 
or innovative—MegaMan is basically a 
science fiction (Super) Mario with lots of 
neat weapons. He runs, jumps and shoots 
just like most other video-game heroes, 
but the universe he inhabits is slick, 
dynamic and full of personality. The car- 
toonish looks of the background graphics 
and all of the enemy creatures are so 
clearly recognizable that NES veterans 
could probably identify the game without 
even seeing the main character. 




























lUf OF TOPE V 

This is it-a realtime 
war simulation game! 


' Licensed by 
.©SEIBU KAIHATSU, INC. 


DMICRONET1 


Continuously dominating 
No-l popularity long 
after debut at arcades! 


AVAILABLE 

EARLY 

SEPTEMBER 
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The game of the future is here today! 

a# , :i 

^ High-speed futuristic action/adventure. a 

‘''^^aphics with full 16-bit power. ' 

Stereo sound with fresh effects. 

3-D backgrounds pull you into the action! ' ' '// / 

High tech at a great price! /ji/f 








Good Enough For Our Line. 


J oe Montana quarterbacked his San Francisco team 
to 4 Super Bowl titles. Now, Joe Montana Football 
leads the Game Gear line of super video games. 
Game Gear's newest addition lets you call plays, 
„ scramble, pass and score just like Joe 
r^T^Montana, pro football's "Athlete of The 
Decade" But Joe Montana Football is just 
. one of many stars in an all-star line-up. 
My ; Game Gear has lots of super games with 
many more on the way. Gomes that test 
•eievision picture. y 0ur intelligence, stamina, and reflexes. 
That take you to fantastic worlds where sorcery and 
magic rule. Games of skill and chance. Popular 
arcade hits and some you've never seen before. 25 
captivating titles available by Christmas. And Game 
Gear's color screen is sharp, bright and portable. So 
you can play anywhere, anytime. Game Gear, Joe 
Montana, and a full line of super titles. It's a sure 
winner. At home, and on the road. 


















































































NO MATTER WHAT ^OUR PROBLEM 



do oDOCS®-HAS THE CURE! 


V^Se,, 


I, K & K, Kay Bee Toys, Venture 


Genesis® and SegaS are regSed Sdemarks ofSegatfI. . of NEC inc 
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CALL 

FUNCO! 


( 612 ) 533-8118 














































T he Galoob-Nintendo hassle, 
though important, isn't the 
biggest legal engagement ini 
electronic-gaming history. In fact, it 
probably doesn't qualify as the 
number-one trial this year. It may 
not be obvious to gamers frantically 
trying to get safely past the hula girl 
to the waiting rocket part in ToeJam 
& Earl (Sega/Genesis), but what 
happens in court affects what we 
see on the play screen, and 1991 
has seen an unusual number of 
landmark court cases. 

The Galoob case is special, 
however, because its elements 
relate to such intriguing subjects 
as the aesthetics of game design 

Everyone has read the headlines, 
but I thought you'd like to know 
the inside story. 

Nintendo sued Lewis Galoob 
Toys and secured an injunction to 
prevent distribution of the toy 
company’s Game Genie NES- 
compatible controller. Invented by 
Britain's Darling brothers, the 
Game Genie allows the player to 
input codes that temporarily alter 
one or more facets of the game's 
rules. For example, by entering 

booklet included with the Game 
Genie, a gamer can slow down 
the play-speed, give the hero 

lives, and so forth. In other words, 
the Game Genie sets up variable 
difficulty for games that previously 
have not had such options. 


I Dream of 
(Game) Genie 

The Galoob-Nintendo 
Fracas Reverberates 
Through the Gaming World 


Writer, editor, lecturer and game 
designer Arnie Katz knows the field 
from every perspective. Each month, 
his column takes readers inside the 




Nintendo claimed that providing 
a method that lets a player zip 
through a game at a much lower- 
than-normal difficulty setting ruins 
the market potential for that title. 
Galoob countered that the buyer 
of a video game should have the 
right to use that game as he or she 
wishes. They also asserted that 
the Game Genie doesn't per¬ 
manently alter the game, and it 
lets adults and other less skilled 


players enjoy games they could 
not otherwise negotiate. 

The fight was long and bitter. 
Nintendo won early victories. 

Game Genies and missed 
Christmas 1990. Then Galoob's at¬ 
torneys began to gain ground. It 
started to look sunnier for Galoob 
when the court raised the escrow 
account that Nintendo was obliged 
to set up as a contingency against 
future assessment of damages. 

In July the U.S. District Court 
ruled that Galoob has a right to 
manufacture and distribute its 
special controller. What damages, 
if any, Galoob may seek is a 
matter for further litigation. 
Nintendo may decide to appeal 


affirrr 


it for 
ed the Gam 


Genie's right to exist. 

As in most cases, there appears 

a sense, it was a collision between 
the rights of the artist and those of 

I can sympathize with the 
testimony on behalf of Nintendo, 
that devices like the Game Genie 
violate the artistic integrity of the 
video games. I truly believe that 
electronic games are an art form, 

game designer, I want the player 
to experience the game as I 
intended when I concocted it. 

It's a pride thing. On a con¬ 
siderably loftier level. I'm sure 
Leonardo da Vinci wouldn't have 






AKE COVER! The first and only true 
PROFESSIONAL home ARCADE system, NE^GEO 
is soaring into millions of American home|!8t 
incredible “24 Bit” speed, delivering more* 
SUPERIOR graphics, sound, and playability, than 
has ever been experienced in the history of 
video gaming. 

Take control of "2” real arcade ADULT SIZE 8 
1 way Joystick/4 Button Controllers, while your 
' ears feast upon 15 TRACKS of motion picture 
1 STEREO sound. 7 tracks devoted to REAL VOICE 
speech allow you to listen in on “live” play by play 
action from the announcers in BASEBALL STARS 
PROFESSIONAL, or hear the actual blood 
curdling screams of war torn vets in NAM-1975. 
Countless worlds of imagination will absorb your 
entire soul as you're mesmerized by the 4 DIMEN¬ 
SIONAL GRAPHICS of 65,536 radiant COLORS in 
MAGICIAN LORD, GHOST PILOTS or CROSSED 
SWORDS. 

NEO«GEO is the only video game machine in the 
world capable of processing 330 megs of sheer 
undaunted power. 2 PROCESSORS & 3 CUSTOM 
SNK PRO CHIPS work in heated parallel to RAM 
over 20 hit arcade titles into your living room. 

TOP PLAYERS GOLF, ALPHA MISSION II, THE 
SUPER SPY, LEAGUE BOWLING, NINJA COMBAT, 
K/NG OF THE MONSTERS, and BURNING 
FIGHT, are only the beginning of an 


Entertainment" 


"satisfaction. 


► For more information or the name of youi 
nearest NEO*GEO dealer call: 



Magician Lord Baseball Stars Professional NAM-1975 


SNK 




liked someone drawing a 
mustache on his Mona Lisa. 
Designers and developers who 
have worked long hours to 
balance a game's play mechanics, 
victory conditions, speed and 
difficulty get nervous about 
anything that disturbs their 
delicate constructions. Something 
like the Game Genie, which 
juggles parameters, worries some 
of the industry's creative people. 

I part company with Nintendo 

artist's wish —it can't be legislated. 
It is impossible to force someone 
to look at a painting in a specific 
way, or stop them from flipping to 
the last page in the story to peek 
at the ending out of sequence. 
When you buy Lou Reed's latest 
album, the New York rocker would 
probably like you to listen to his 
music in the sequence in which he 
arranged it on the disc, but he 
can't stop you from using the 
programming feature of your CD 
player to put the songs in any 
desired order. 

The ruling that legitimized the 
Game Genie affirms the rights of 
the gaming public. NES cartridges 
are notorious for having a single 
difficulty setting geared to 
challenge the best players. Every 
system needs contests that test 
the mettle of action aces. Relax, 
champs, I don't want to take away 
your heart-pounding shooters. 

Electronic gaming is supposed 
to be for everyone. The super 
players are just a small fraction of 
the population; that's what makes 
them special. Yet there are many 
potential fans who don't get 
involved in the hobby because 
they can't penetrate games with a 
high skill requirement and no 
flexibility. 

Nintendo, and all other game 
publishers, to provide variable 
difficulty and adjustable play- 
elements like the majority of home 
computer games. 

A coin-op must keep difficulty 
high for economic reasons. The 


only way the arcade operator makes 
money is by having coins dropped 
into the slots, which means that a 
game that anyone could play 1 




jr wouldn't earn enough money further < 


to justify its place 
amusement center's floor. 

Home games labor under 
similar imperative. The player 
already spent money; ' 
difficulty 


e in a couple of evenings, and 
e games aren't fun to play 
e that happens, few 

already soft 



market for 8-bit 1 

Clearly, the answer to these 
problems lies in the development 
department, not the legal system, 
variable The level-upon-level construction of 
reds of NES side-perspective 


average player, shooters cripples replayability ai 
eases vulnerability to rental 


types of games and 
3 give more weight to the 
needs of the players when 
brating play elements 
id skill settings. 

I realize that sounds like 
the most obvious pre¬ 
scription, but that doesn't 
make it any less effective, 
is shocking how many 
- game companies don't think 
beyond impressing chain store 
ie jyrw* buyers during the two-minute 
cartridges in the NES library— C product demo, 
limited replayability. The ^ Preteen gamers dominated tf 
i that the Gam 


Genie hurts potenti 
sales speaks directly 
this problem. 

The Game Genie 
players roar through 
games they couldn' 
finish without such 
help. The 



cartridge rental a 
Genie might do to i 
average player can polish off a 


beyond this enthusiastic segment 
to escape the stigma of being only 
for kids. To firmly establish and 
perpetuate the hobby of 
electronic gaming, companies 
must take a long-term view 
and not alienate customers 
with games they can't play or 
hat don't deliver the promised 
entertainment value. 

The Game Genie may hurt the 
bit NES in the short run, but 
ipresents can only 
improve video gaming over the 
long haul. The temporary twists 
irtridge may 
cause designers and devel¬ 
opers to grimace occasion- 

follow it onto 
store shelves, will 
broaden the hobby's 
accessibility. 1. 


VG&CE • NOVEMBER 




Dusk of cbe Gjoos 

ENTER THE HALLS OF VAHALLA... 







¥ 

'if ^ _ 


n 

■■■■■ 


BECOME ONE OF ODIN'S CHAMPIONS, TRAVEL THROUGHOUT ALL THE REALMS OF CREATION, 

AND ATTEMPT TO CHANGE THE COURSE OF FATE. QUEST FOR KNOWLEDGE AND ALTER EVENTS SO 
THE GODS MAY DEFEAT THE MINIONS OF LOKE AT THE BATTLE OF RAGNOROK 



inter stel 

AND 


For More Information Call (713) 946-7676 



American Softworks 
ASCII Entertainment 
Bignet USA, Inc. 

BRE Software 
Camerica 
Champion Glove 
Chips and Bits 


Electronic Arts 
FCI 


HO/RC Hobbies 
Hudson Soft 
Interplay 




BC 
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53 

29 


IFC-3-4, 

39,41 
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NEC Technologies 
New England Servic 
Play It Again 





Showcase Entertainment 

Sir-Tech 

SNK 

Spectrum HoloByte 
Strategic Simulations 


BC 



RSC # 
107 
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BIG, BAD, MID 


FEATURES 


I 

■ Forget run-of-the-mill flight simulators. Megafortress is in a dass by itself: a radically modified B52H 
H Stratofortress, with radar-absorbing fibersteel skin and enough state-of-the-art sensory and weapons 
systems to jam and blast its way into any target on earth. 


• Multiple missions designed 
by Dale Brown in 3 different 
geographical areas: Iraq/ 
Kuwait, eastern USSR, and 
USAF Red Flag training 


It's a huge, complex aircraft that demands attention to a dizzying array of tasks. Your mission isn't simply to 
fly Megafortress;yourjobis to deliver200tons of death anddestructionacross 5000 miles of unfriendly airspace 
and eliminate a specific, heavily-defended target, all the while keeping your location a secret. To succeed, you 
must master the four different stations that control Megafortress' systems. 



're not just a Pilot, responsible for takeoff and landing, mid-air refueling and other basic maneuvers. As 
Navigator you'll plot a course halfway around the world, keeping the 
mission on track; as Electronic Warfare Officer you're glued to a 
radar scope, hunting for threats, jamming signals, keeping the 
aircraft hidden; as Offensive Weapons Officer you have massive 
firepower at your disposal: air-to-air missiles, anti¬ 
radar missiles, and air mine rockets for defense, and 
a 3,000 lb TV/infrared guided glide bomb for the 
Inal attack. 

With missions designed by DaleBrown, 

B-52 navigator and best-selling author, 

Megafortress isn't just another flight 
simulator; it's an adventure in the real¬ 
ity of strategic air assault today. 


• ,<d ■> t , • 
and air-to-ground missiles, 
anti-radar missiles, air mine 
rochets, standard high- 

| a 3,000 lb TVlinfrared' 

\ guided glide bombs. 

! • Terrain guidance radar 
, screens operating at realtime 

[ • Full 256 color VGA graphics 

i j ■' in a 3D world with universal 

camera angles. 

| • Sound Blaster and AdLib 

• Package includes Dale 

i Brown's bestselling novel, 

Eight of the Old Dog. 
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THE ZOHBIES HIE COMING!!!! 


HEUI YORK-Ulhat appeared to be a harmless 
meteorite crashing in the Nevada desert has 
turned out to be Dare Seed, an evil alien creature 
with horrible powers. By shooting strange 
rays. Dare Seed has turned the helpless 
nation into zombie slaves. 

Hayor Heminhaw immediately called an 
emergency press conference where he read the 
following prepared statement. "I urn, er.ah, I am 
doing everything, ah. er. humanly possible to see 


i swift and urn. satisfactory! 


Ground Shaking HES Action 

Zombie Nation is a ground shaking 
action/shooting game for the HES. The object of 
the game is to wreak total destruction on 
everything you see lit's a lark and dirty job. but 
somebody's got to do it). Meanwhile, you need to 
rescue as many zombie hostages as you can in 
order to gain enough strength for the ultimate 
showdown with Dare Seed [he's toast!). 


Devastating Graphics and Pounding Sound 

Zombie Nation's graphics are so devastatingly 
realistic you'll almost be tempted not to demolish 
them lyeah right!). Dnd the relentlessly pounding 
sound effects will make you feel like you’re right 
in the middle of the action hammering away at 
skyscrapers, mountains, and everything else that 
crosses your path. So don’t just stand there like a 
Zombie, get your copy now! 



I n r 


i i V i I 











appropriate to that table. Selections in¬ 
clude 15-ball, cutthroat, 6/8/9 ball, bumper 


you're unsure of the rules for a particular 
game, select "help" for a brief description 
of how to play. Each game can be cus¬ 
tomized. You can change the table color. 


which behaves weirdly) ar 



ball when the indicator is the proper size. 
As I said, tricky, but not really difficult. 

Overall, Fast Eddie's Pool seems to be 
pretty accurate as far as physics go. There 
is a minor glitch in the bumper pool 
game—if your opponent accidentally sinks 
his ball in his own pocket, your closest ball 

bumper pool works. 

The graphics, while nicely drawn, cer¬ 
tainly don't tax the computer's abilities, 
nor is the sound anything special. Never- 


Oxxi 

P.O. Box 90309 
Long Beach, CA 90809 
(213) 427-1227 


Where in America's 
Past Is Carmen 
Sandiego? 

BR0DERBUND 



Computer games rarely teach players 
really useful information. How many peo¬ 
ple must deal with trolls or fly combat 

idea of education in a computer game 
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impressive scanned ai 


Along the bottom of 
the screen are four but¬ 
tons (search, records, 
map and launch) con¬ 
trolled by mouse, joystick 
or keyboard control. 

Search gathers clues at a 
location; records accesses 
the game computer and 
dossiers on the crooks; map is used for 
destination selection; and launch sends the 
player off to the chosen time period and lo¬ 
cation. With five regions and nine time 
zones, America's Past stretches a long way. 

America's Past features digitized 
sounds and ambient music throughout 
each round of play. The game supports all 
major sound boards and can be effort¬ 
lessly installed on a hard disk. 

Brpderbund certainly didn't skimp on 
the documentation. The soft¬ 
ware package weighs in at a 
hefty two pounds because of 
the book and other support ma¬ 
terials. The game manual looks 
like a colonial newspaper, and 
there are even nifty trading 
cards of the crooks. Another 
plus is that the package in¬ 
cludes both 5.25" and 3.5" disks. 

Where in America's Past Is 
Carmen Sandiego? should keep 
people entertained as long as they want to 
play. This really is not just for kids; 
informative and well worth the travels 
through time. 

The real question is, where will Carmen 
Sandiego pop up next? 

—Russ Ceccola 

Brpderbund 
17 Paul Drive 

San Rafael, CA 94903-2101 
(415) 492-3200 





Pro Tennis Tour 2 

UBI SOFT 

s: Amiga ($49.95), 


improved interface, and is 


Computerized tennis games pop up 
again and again, despite (or maybe be¬ 
cause of) the fact that it is very difficult to 
accurately simulate a game with so many 
variables involved. The biggest problem is 
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how the player controls 
the on-screen character. 
Some games require the 
player to move his or her 
character back and forth 

curately hit the ball. Others 
only concentrate on the 
chore of returning the ten¬ 
nis ball over the net. Pro 
Tennis Tour 2 leaves that 
choice of complexity up to the 
player, with a tennis system 
that's very simple to learn but 
as hard to master as the real 
game. Strong graphics and 
sound effects round out the 
contest to make it a necessity 
for any tennis enthusiast. 

It only takes comparison 
with the first Pro Tennis Tour 
to really appreciate the sequel. 
The first program's tournament play pitted 
the gamer against others to capture the 
title. The tournament system was nice, but 
few players actually had a chance to take 
a stab at the title because the game was 
too hard to play. 

The difference in game play is immedi¬ 
ately noticeable in Pro Tennis Tour 2. In 
the original game, the player had little 
chance of beating the computer. Pro Ten¬ 
nis Tour 2 requires skill from a player, not 
the whims of a difficult game, for a player 

The sequel also contains an updated in¬ 
terface, ball machine for practice and the 
put together your own player 
from different skills. Role-playing in ten¬ 
nis? Absolutely! And it works; there's a no¬ 
ticeable difference between on-screen 
racketeers with varied skill attributes. 

The main menu of Pro Tennis Tour 2 of¬ 
fers a chance to modify game preferences 
and choices like a friendly match, character 
information, the ball machine or tourna¬ 
ment play. It's best to use the ball machine 
for some practice games before entering a 
tournament (fun in itself). The junior and 
average skill levels only require the player 
i, but the character- 
skill level calls for movement of the 
player around the court. This extra 
control is realistic, but learn how to 
hit the ball first. 

game puts a player through a rigor¬ 
ous season: He or she can get 
money and possibly go for the Davis 
Cup. To get far in the season takes a 
lot of practice. Games are scheduled 
on a pop-up calendar in tournament 
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ALL JAPANESE 16-BIT & CD GAMES ★ $53 & UNDER 


All products come with a 1 year warranty. There is no hidden cost. Our prices never go up. 

If anyone can match or beat our prices, call us and we'll give you an unbeatable price. Guaranteed! 

MEGA DRIVE - NEW_PC ENGINE - NEW PC ENGINE - CD - NEW SUPER GRAFX -N 


$45 Dangerous Seed 


f Galaxy Force II (8M) $53 Rolling Th 




PLUS Over 60 More • I 


>C Engine & CD-Most $50 | 0 


MOST JAPANESE 16-BIT & CD GAMES ONLY $50 OR LESS 


No Surcharge for Mastercard or Visa. C 
i f ing: UPS Ground $6, 2nd Day $8, Nex 
^ y money orders and COD'S. 

»♦♦♦♦♦♦♦♦♦ 

Cartridge Shipping: UPS Ground $3, 2nd Day $5, Next Day $13. System Shipp- a 
t Day $20. COD’S add $4. V\fe accept VISA, Mastercard, personal checks, W 

WE SELL NEW GAMES ONLY ▲ 

40 • JEFFERSON, SC 29718 • The Lowest Prices in the V\brld ^ 

CIRCLE #145 ON READER SERVICE CARD. 

DIRECT 

DISTRIBUTORS 

1-203-395-0851 

-NEW GAMES AT DIRECT PRICES! 

The World’s Newest 

-USED GAMES AT BELOW COST! 

-WE BEAT ANY PRICE ON ANY ITEM! 

-WE SELL TO VIDEO STORES, 

TOY STORES, MINI-MARTS, 1 

Superpower. 

OTHER BUSINESSES ONLY! 

-WE STOCK ALMOST EVERY VIDEO 
GAME, SYSTEM, AND 

ACCESSORY MADE! 

COLOR CATALOG. SORRY NO 

SALES TO THE GENERAL PUBLIC 

£ 

-WE ALWAYS GET THE 

BEST GAMES FIRST! 

(Nintendo) 

SUPER 

LYNX 

1 MB* 

TEBflS 

Coming soon from 

IF WE DON’T HAVE IT- 
THEYDON’Y MAKE IT!!!| 

Spectrum HoloByte 

2061 Challenger Drive, Alameda, CA 94501 (510) 522-1164 





















Batflestorm 


T ixz!izzr 













■I-V'X- 




CanYou Do A Better 
Job Than Gorby? 



CRISIS IN 
THE KHEMLIN 

Coming live in October from 

Spectrum HokJByte 
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IT'S TIME TO LEARN ATHNG 
OR TWO ABOUT FUM 


Professional gamer David Izat knows a lot about fim and and as you master each level, your weapons become 


games, especially with Arcus Odyssey. 
Equipped with 8 meg graphic power, Arcus 
Odyssey is pure strategy. With up to four 
waniors (two watriors per game) work your way 
through daring levels and mind boggling mazes, 



stronger. Challenge your mind by finding hidden 
clues; reward yourself with hidden treasures. Now 
that you've learned the basics, ask the ultimate 
question; are you ready to learn a thing or two 
about fun? 


}N READER SERVICE CARD. 
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fligh seas adventure and intrigue guide you through the newest role- 
playing game from Koei. /Is a young Portuguese captain in 16th century 
Europe, you must rescue damsels in distress, accumulate massive 
amounts of Wealth, and restore your family honor. As your sailing skill 
increases, others seek you out for more important and dangerous 
missions. Exploring UNCHARTED WATERS, you'll discover a motley crew 
of thugs, Villains and scallywags in some of the World's most exotic ports. 
I/our greatest adventure Will be to rescue the King's beautiful daughter. 
Succeed, and his Royal Highness Will reward you handsomely! 



Real World 
Adventure . 



I he battlefield becomes your passport to adventure and World 
domination as you assume the role of Napoleon Bonaparte. With the 
French revolution over, you must first gain control of France and then 
use your new power to conquer all of Europe. \!ou must rule With 
fairness and diplomacy if you are to continue to build the empire you 
desire. /Is you become Master of those around you, men fall to their 
demise by your command and citizens flock to your side as you charge 
into battle. For, to play L'EMPEREUR, it is not enough to Win a battle, 
you must also Win the War! 



tEMPER^UR 


We Supply The Past, You Make The History 



(415)348-0500 











SCRATCHING ATV BEASTS 



Screaming all-terrain vehicles claw for traction on 
a snaky dirt track. Racing these beasts demands 
your sharpest animal instincts and lightning 
reflexes. Slam into rises and conquer huge jumps. 
Downshift and countersteer in tight corners. Coax 
knobby tires to grab for traction through hairpin 
turns. Control four-wheel drift and torque up to 
brain-warping speed! 

QUAD CHALLENGE powershifts you across 
America's greatest dirt tracks. Select one of four 
ATVs - each with its own combo of speed and 


handling. Then blast your way through 9 grueling 
tracks against a friend, or play the Circuit Champi¬ 
onship - a 16 track password race to glory. 




^aEnnaa 

The Game Creator 
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stellar video powers on most popular video games 
the Nintendo Entertainment System® 

Like, you may live forever, never die! Or, you can get 
unlimited firepower and super jumps!! Maybe even 
moonwalk the most triumphant game characters across 
the screen-or program them to do much more! 

So you may ask, ‘What is the key to this most 
awesome power?’ The power codes, dude! Thousands 
of ’em that allow you to unlock all these excellent 
secrets! 

So party on, with Game Genie-and save that most 
righteous life of all—yours. 








Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


Thank you! 


>fif is made 


from these scans, nor do we offer anything 
from the publishers themselves. 


'oss anyone selling releases from 
not support them and do let us know. 





